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| The ST Users Net 


k is an organization founded to éxpand 


| socialization to the greater Wasatch Front. oes 
| We currently feature: pom 


« Monthly meetings on the third Wednesday of — 
each month at Murray High School, Room 151 
at 7:00pm. Visitors are welcome. 


* A nationally acclaimed electronic Bulletin Board 


System featuring 60 megabytes of online storage 
and operating at 200/240 


- The STUN newsletter, published monthly. 
* _. £*’ Monthly public domain disks for $2.00 


‘ * Public Domain Library available both online and 
through a clublibrarian = 


| The ST Users Network (STUN) is ST specific. We will 


Support subsequent ST type computers, however we will not 
support older Atari computers. <b. MATH | P 


awareness concerning the Atari 520 and 1040ST computers | 
| a8 well as Atari's new Mega ST. We are dedicated to | 
| bringing quality services, authoritive instruction:and friendly | 


0 baud, 24 hours a day.. : 


| Meetingsinclude hands on demonstrations and technical . 


| discussions. We welcome all ST users. For further 
information please call or write. 


.. STUN oo Phone: 
P.O. Box 27285 Voice: 964-0586 
2 Salt Lake, UT 84127 HOG BBS: 964-9764 
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| | GEM and CPM (O81), IBM 8. 
| | Podos Beg mele Unix (Bert Labs) | 


|| Aiso call ASTUN BBS: (80 266-0748 || 
|Now running at 2400 baud ‘i oe 








PRESIDENT 


| | publication are those of the 
i author(s} and not necessarily 
| those of the ST Users Network. 


| may be STUN and the at will 
| | provided STUN and the original 
| author are credited. 


| Non-Public Domain material must | 
| | have prior eiiian permission for | 


i trademarks of Atari Corp. Other 
trademarks which may anpear: 


eS at Meetings are held The 
i Third Wi of ez 


at 7-00pm in Room #15 at Moray 
a 
5449 South States” | 


Figh Sehool. (5440 
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| | sim He PPRESIDENT By Jim Hepworth | 
| Qgcnekwe, | ANALOG & ST-LOG 
| | SECRETARY TREASURER | By Clayton Walnum ;: 
| | SOFTWARE LIBRARIAN | 
| Be PRESIDENTS PAGE 
| By Jim Hepworth 
EDITOR (Temporary) | 4 
"PUBLISHER | JUST IN CASE = 
LaseaPaNTeD at | YOU WONDERED 
Lloyds in Oram cobs 
saree | CIRCUIT MAKER _ 
|| sat take Oily, Utah e627. cos | By Paul Machiaverna — 
STUN MEMBERSHIP se COMPUTERS: 
ovennenc RATES \INEDUCATION 
Guar Pageseoo = | NEWS FROM ATARI 
: Want Ads * Free to Members. | — 
| | STUN is published monthtyasa | AIMEE AL | 
i service to Atari ST user's and | 
| | Opinions expressed i in this | By Bill Estes 


1 PAL Biteies and programs ' Disk Of The. = onth 
& ished ar the iS | 
| domain wlan specifically stated | 
otherwise. Public Domain material | 


The HOG BBS is BACK! i 
After a major hard disk crash we have | 
\had the drive rebuilt and we are back | | 


The STUN | is ae affiliated with | 


Atari in any way. Atesi and ST are Hin full operation. 






t |ICall Now: (801) 964-9764 
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- Thanks Bob! . — 


I'm very sorry to announce that we have lost our editor Bob 
| Frederickson. He has been doing a very excellent job and we are 
| going tomisshim. —— - 3 | | 
| Also  aeaget forgive that this issue is late but I’m not an editor — 
itl ook me alot longer to lay this thing out than | thought it 

| would. iP 4 ae : 











Help Wanted ae 


_| Since we have jost our editor we need a volunteer to fill this 

position. We also need an assistant editor. Publishing Partner 

| @xperience a plus. Responsibilities are as follows: Selecting 

. | articles for publication, proofreading articles, accepting 

| advertising, and newsletter layout. sila: and Publishing will be 

| handled by other people. Please coritact Jim Hepworth for more 
information. (964-0586) . = a .. 
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ANALOG & ST-LOG © 
By Clayton Wainum (ANALOG) » 


For all of you who are interested, I'd like to fill you in on what’s | 
| been happening at ANALOG. Both maqazines -- ANALOG 
| Computing and ST-Log -- have been sol to LFP, Inc, a large 
| West-coast publisher. The deal should be finalized any day now, 
and we hope to have the next issue (it'll have a March cover.date) 
| Outin a few weeks. A lot of people have expressed concern about 
| how the sale will affect the magazines, and | want to assure you 
that, outside of a different paper (glossy) and more color pages, 
| the magazines will change very little. Because |.ee Pappas and | 
| will retain control of the mags’ editorial content, you Can expect fo | 
| see the same type of material in the magazines asin the past. 
| Even though several months have been missed, all su scribers 
will receive the full number of magazines they paid for, something — 
| lm sure a lot of you are relieved to hear. | want to thank all of you. 
| for your patience and support over the last couple of months. © 
There is one bit of bad news though: contrar io the latest | 
| tumours, neither ANALOG Computing nor S$ ee will be 
| including centerfolds of your favorite personalities irom the Atari 
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| Well, if you weren't at the January STUN meeting you really | 
| missed out. We had some really great demos including |: 


| STARTREK, EASELST, DUNGEON MASTER, TUNEUP, 


| AND GAUNTLET. We also anounced some changes in the . : 
| club and the meeting format. - iL 


i 
| Some of ine changes include Disk Of the Month, with some | 
| of the best PD software available, for only $3.00, 10 Pcly | 

baged Sony diskettes for only $10.00 and For Sale/Want ads | 
| for free in tne club newsletter. We are also offering, as an | 
| incentive, a free Disk of the Month of your choice just for | 
| writing a reveiw or demoing your favorite piece of software. — 
| OF course inese prices are only available to current STUN | 
| members. L 


~* 








| We also are changing the format of the club meeting. First | 
| off the club library will be closed during the main meeting 
| and we will ask ail people that are not interested in the 
| demos to step out into the hall so they will not bea * 
| disruoticn. Second, we will be having our demos at the first 
| of the meeting with each lasting only 5-15 minutes. We will | 
| then have eny club business that needs to be a up and 

| talk ebout what is new with Ateri. After this we will break up 

| into classes to learn more about certain software or | 
| hardware products. We will always be having a new user 

| group and then a group or two going into detail about a 

| specific product. It will also be at this time that we will open — 
| the library for disk sales. a 





_ if there are any specific products that you would like to see | 
demoed or a ciass on please contact one of the officers or | 

. | leave a message on the HOG'so we can plan for it in one of | 
| Our upcoming meetings. = | 


This club is here for your enjoyment and if your not enjoying | 


; 7 | it please let me know why. One of the best ways you can | 
| help is to tell me what Pm doing that you like or don’t like. | 


| Please send all comments/criticism to the club PO box or | 
_ | leave messages on the HOG. It's hard to keep all members 
_ interested but we are sure going to try. = “| 





| best bet is to make 
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Just In Case You Wondered... 


(Reprint from MilAtari Ltd) 


i know you've heard a lot of things 


| relative to members writing 
| reviews or articles for this 


newsletter. A side from our 
previous pleas, this will be the last 
time that your money is spent 
asking you to fill your newsletter. 
The decision has been made to 


| issue a newsletter consistent with 


the size of our member's 
contributions. So, no more 
begging, no more pleading. From 
now on, you directly control the 
size of this publication. 


All of which is well and good 


_ provided everybody understands 


what goes into writing an article. 
The real bottom-line is that it 
doesn’t take much! So, just so 
that you can't say; “I don't know 


-how’, here's a little guideline to 
-get you started... 


| RULE #1: Remember why you're 


writing it in the first place. The 
club benefits enormously from the 
experiences of others. The 
absolute best thing you can do is 


to pass along your experiences - 


as accurately and clearly as 
possible. That requires... 


| RULE #2: Get your thoughts 


organized. The best reviews are 
those which detail experiences 
from the moment you open the 
package to the time y ou turn off 
the machine a week later. The 
ourself a 
simple outline of the things that 
ou think are the most important. 
on't even wor 
or not what you think is important 
will be important to others. if you 
think it's worth mentioning, 


mention it! Which brings us to... 


heck! 


_it looks on the 


about whether | 





RULE #3: Go nuts! If you think 
the opening screen is just great, 
let’s hear about it! If you think the 
instructions are a piece of buffalo 
cropping, then say so! And don't 
be afraid to ony now you think 
something could have been done 
better. The computer 
after-market literally lives or dies 
based on consumer preference. 
You're a consumer so give ’em _ 
Which brings us to... - 7 


RULE #4: Try to be as fairas {|— 


possible. It what you expected is 


impossible, then it’s hard to 
complain. Butif what you | 
expected is reasonable and fails | 
within the price you paid for an 
item, you have every right to 
speak your mind. Once you've 


¥ a 


RULE #5: Don't dawdle! Upload 


it, mail it, pony express it, but 


fiake sure it gets here! We'll | 
worry about the spelling and how 
| age. That's all 
there is to it, all you have to do 
now ts follow... 


RULE #6: Sit back and enjoy _ | 
the fact that you've not only 
gotten your name in print, but. 
inat somewhere along the line 
you've helped someone who 
really needed it! 


P.S. Don't forget that when you 
write a review you will receive 


one disk of the month of your 


choice from. the club library. 


“Note: Please submit all reviews 
in standart Ascii text. If you have 


any questions please feel free to | 
contact the editor. 7 
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Circuit 
| by iliad : 
A logic simulator for the Atari ST 
Reviewed by Paul Machiaverna 
(Reprinted from JACG, Feb, 1988) 


Working in the field of 
electronics and computers has 
make me wish for circuit 
simulators on my Atari ST for a 
iong time. The subject of circuit 
simulation is a very interesting 
feat for a computer. It replaces 
| the use of the breadboard for 

testing of a circuit. Think of the 
computer's screen as an 
electronic breadboard where you 
construct a circuit with 
components available from the 
library of devices and draw lines 
which represent the physical 
wires used in actual bread- 
boarding. lf any modifications 
need to be made, you simply 
change the arrangement of the 
components or ‘wires’ and test it 
again. Programs such as these 
have been available on the IBM 
and Apple. microcomputers, as 
weil as many minicomputers and 
mainframes, for some time now. 
But, recently my wish came true. 
iliad software is the publisher of 
the Circuit Maker program written 


by Ozzie Boeshans for the Atari. 


comoputer. 
First, Let's talk about the 


system requirements for using 


Circuit Maker. 
| ST with TOS in ROM, at least 

512K RAM, and a color or 
monochrome monitor, any disk 
drive (floppy or hard drive), and it 
is also a good idea to have an 
Epson or compatible printer for a 
hardcopy of your final circuit. itis 
assumed that you know how to 
| use your ST system and it's GEM 
| interface. However, it is not 
assumed that you know the 


You can use any 


theory behind digital electronics. «: 
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Maker 


oftware” 


So 


A very good tutorial is included in 
the user manual intended to teach 


anyone about digital electronics 


and how to use Circuit Maker 
effectively. The tutorial tells you 
the theory of a given circuit and 
then has you construct it. Simple 
quizzes are provided to test what 
you have learned. 


Starting to use Circuit Maker is 
very easy. | only had to read 
three short pages of the manual 
to start using the program. In 
minutes | had a digital circuit 
wired up and running on the 
screen. When building a circuit on 
a real breadboard it can take 
hours. That is certainly not true 
with this program. | didn’t have to 


worry about cutting all those wires | 


to length and stripping off the 
insulation. | didn't have to worry 
about running out to the store to 
buy all the needed components. 


And Finally, | didn’t have to worry | 


about burning out any 
components because | made a 
mistake in my wiring. Now! can 


build and test an entire circuit | 


within minutes on the screen and 
make modifications within 
seconds. That is what a 
computer application should do; 
enable you to do something 


easier and faster on the computer 


than possible by conventional 
means, | 


Circuit Maker makes use of 
GEM. While | am not a very bi 
fan of the GEM interface, | fee 
that the author of this program 


has made very good use of it. You | | 


can perform most all the functions 


availiable in the program with the 
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Continued tom Page €7 
mouse. The only times you need 
to use the keyboard is when you 
label your circuit ciagrarn or type 
‘in a filename for disk access. It 
truly allows you to simply point & 
click to construct any digital 


circuit. Modifications to a circuit - 
are easily performed by pointing 

and clicking on the component 
you want to move or ceiste. When 


— you click on the component it will 
_ change into a ghost imaga, like 
fou see when you use GEM for 
We copying on the desktop, You 
may then move it to any location 
on the screen and click again.to 


piace it in the new location, Wiring 


is easily accomplished by. 
| choosing the ‘wire’ option from 
the pull down menu. Then you 


| point to the pin of any or 
on the sereen and click. This wil 
anchor that connection. Move ihe 
mouse over to where that 


corinection is to terminate and 


| click again. There is an artificial 
_ intelligence reutinge used here to 

do the auto-routing of your wires. 

| even if you don't point exactly on 


the desired pin, Circuit Maker will 


automatically make the 
connection to the nearest one. 


Also, all lines are only drawn 
vertically or horizontally, so you — 


don’t have to worry about sloppy 

_ Gagonal lines on your circuit. 
Other very important features 

include programmable pulsers and 


simulated oscilloscopes. The > 


programmable pulsers are 
simulated square wave generators 


for which you have control over _ 
the frequency and the duty cycle. 


|. There are a total of four simulated 
oscilloscopes which allow you to 


observe the waveforms present at _ 


| any point(s) in the circuit you 


select. The waveforms appears | 


on the screen in a GEM window. 


‘This is a very valuable tool for 
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tracing the data pulses in your 
curcuit. The pusle tains observed 
on the oscilloscopes can be 
printed on. your printer along with 
the circuit design. The print 


quality is very good and 
professionallooking, = 

iknow that an all positive 
reviow like this cne is open to. 
aporenension by ihe reader. You 
are probably asking, “Is Circuit 
Maker really that good?" My 
answer? YES! The only problem 
i had with this program was that 
the original version only allowed 
circuits created on ing color 
mecnitor to pe loacied cn the color 
monitor and vice vorsa for the 
monochrome monitor. Hovever, 
version 1.2 corrects this problem. 
Note that this program is for use 


only with Digital electronic | 


circuits. To the best of my | 
knowledge there are no Analog 


oecec circuit simulators for the | 


As a further note of how good this 
program compares to other. 
simulators, a friend of mine tried 


_ Circuit Maker and completed his 


first circuit in less than five | 
minutes. in that short time he had 


built and tested his design. His | 


reply was, “This program is far 


_ more powerful and easy to use 


than the one | use on the | 
Hen I, at work’ He works for 


Whether you are an 
experienced Digital electronics 
engineer or someone who wants 
to iearn about this fascinating | 


field, Circuit Maker is an excellent |” 


choice for ciruit simulation. | 








COMPUTERS IN EDUCATION 


(Reprint from “THE LINK’ Nov. 1987) 


| eBetween 1981 and 1986, the 


percentage of american | 
, Schools that use computers in © 


|. the classroom grew from 18% 
| to 96%. : 


| «There are more than on 
»million Computers in public 
| schools. Over 15 million 

| Students and 500,000 teachers 
| in public and private schools 
| .use Computers. 


| On average, there are 37 
students per computer, that is 
| less than the equivalent of one 
| computer per classroom. 


| *Students in poor elementary 
or middie schools have 
| significantly less access to 

computers than their peers in 


| _In an attempt to boost personal computer sales in the United 

| States, Atari Corp. plans to open a 100-person small 
| manufacturing plant somewhere in Silicon Valley early in 1988 and 
| alarger factory later in the year, according to Atari President Sam 


Tramiel, 


| Tramiel said that domestic sales were strongly affectied by the 

heavy European demands for the ST line of computers, 
| manufactured exclusively in Taiwan -- about 80% of ST’s 
ear were sold in Europe. “We never hadany | 
| product left over to bring to the ULS.,” he said. E 


In late 1987 Atari's IBM PC-com 
but Tramiel says that the Atari PC won't reach stores in the United 


manufactured this 


States until well into 1988. 
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almost equally in elective | 


classes in middie and high 


*While there is no apparent 
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patible went on sale in Europe, | 

















wealthier schools. | 
eBoys and girls are enrolled | 
computer programming 


S. 3 


gender difference among | 
Students in overall computer | 
use during the reqular school | 
day, boys dominate computer 
use during non-school hours. | 


‘Elementary school students |; 
spend most of their computer 
time learning basic. skills; 
middle and high school 
Students spend more time 
programming and word 
processing. % 
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Microdeal is again giving us 
another new game to enjoy, and 


terms this an “Arcade Adventure 
Game" ,.and an adventure game it 
| is. You start out as a ball of air 
| with a slow leak. You were turned 

into this "Airball’ by an evil Wizard 


man. You must also find several 
valuable objects that will help you, 


turn back into a man. 


You will start the game on a air 
pump, be careful though, if you 


will explode, losing one of 


you. There is a bar at the bottom 
of the screen that will fet you 
know when the air pressure is 
| getting too high or too low. Care 


| or under filled. if you run out of air 
| you will also lose a life. These are 


ives. Aimast every room has at 
least one way to lose a life. There 
are spears, spikes, different 
surfaces that make you explode, 
pitfalls that either drop you onto a 


cannot get out of. There are 
several air pumps throughout the 
mansion that will help you 
maintain your pressure. {f you 
iose a life, you will be started over 
at the air pump you were last 
pumped up by. This at least will 
Save you some tedium of going 
back to an area of the mansion 
that you were last in: As was 








as usual, they are leading the way: . 
in great arcade games. Microdeal ' 


| and you must find your spelibook - 
that will help turn you back into a. 


with the aid of the spelibook, to: 


Stay too long on the air pump, you 7 
1o 
| lives the evil Wizard has given 


must be taken not to be over filled — 


a few of the easy ways tolose 


Sharp object or into a pit that you * 


_. to spend a lot of time findin 


mentioned before, there are over 


—  AIRBALL | 

__. .An ST Game From Microdeal 

Reviewed by Bill Estes, BRACE/STDIO 

(Reprinted from Puget Sound Atari News, Oct. 1987) 

* 150 rooms in the mansion, so | 
explore the mansion, and find the. 


spelibook and the other objects 
: at will turn you back to human 
orm. 


The graphics in Airball are great 
to look at and the different rooms 


are many and varied with different ..| 


looks to all of them. You will find 


some rooms that when you enter. | 


them you will find a black screen. 
These rooms require a light 


source of sorag kind, so find the ; 
flashlight and hit the space bar to 4 
pick up the flashlight or other *| 
object that you want to carry. | 
The only problem with trying to 


carry objects is that you can only 


_ Carry one object at a time (hint, | 
hint). For those of you that like |. 
text adventures, this may be a - 


jame that you could also enjoy. 
hile there is no typing of text 
and asking of questions, you will 
use your problem solving skills to 
find the various objects and 
spellbook to complete your quest. 


copy protected and there is no 


One of my few complaints with . 
this game is that Airball is heavily | 


» Rave worked your way ae 
the maze of rooms looking for 
various objects... And being tired, 


you would like to stop playing and | 


Save your position and start over 


at that point later without pang 
g all 


the objects and traveling through | 


ail those rooms again. My next 
complaint is a minor one, 3 
- ahail of fame, but it is only of use 


ereis | 


_ while you are piaying the game | 
and after you turn your computer | 


continued on page #1 | 
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| off your high scores are not saved 
| for the next time that you want to 
| ghow off to someone or want to 





have found the spellbook and | 
several of the objects needed to | 
finish this exciting and | 


- see what the highest score earned 
was. | 


entertaining game. © 


Microdeal has again furnished: | 
us with areal winner. Edward Scio 
is the creator of Airball, graphics 
= Pete Lyon, Music by Pete 
: ields and Rooms by Peter 


The movement from room to 
| room is smooth but not without 
| problems. Each room is set up on 
a diagonal, perspective look that 
gives the appearance of three 
dimensions. Using your joystick to 
| control your form of the airball is 
difficult to adapt to. You can 
either roll or hit the fire button to 
pounce your way from one place 
to another, and this will take some 
| getting used to. | have had the — 
| game several weeks now and - 


cott.. and | am happy to thank | 
them for creating one of the best | 
games now in my coliection. The 
pen is regularly $39.95. If you 

aven't seen or bought this game 
yet, then don’t delay! Get your | 
copy while you can, this game | 
won't stay on the sheives long! a 





STUN Disk of the Month 
February, 1987 


| «GAMES FOOTBALL.ARC - SuperBow of ST simulation games _ 
| *STARGAME.ARC - Space Invaders type action game . i : 
| *KIDSTUFF.ARC - Kidnotes and Kidsketch music and drawing programs © | 


*?DCTRANDM.ARC -. Multi-task your uploads. Send file in background 
| _ while doing other things with your computer. 
*TELCHESS.ARC - Play chess long distance. Neat modem chess 


program | 
*TRANSI00.ARC - Accessory to simplify file transfers W X & YModem — | 
_— very powerful, does batch uploads and downloads ~~ 
*WTERM.ARC - Window Term terminal program, 
«¢CACHE.ARC - Quicken disk reads by bufféririg directory information 
| »*FMT.ARC - German musical format and copy program 
|: *DL_ILARC - Disk editor and utility package. Fabulous for Hard Drives 
| *FMT_11A.ARC - Version Lia of a simple but powerful format accessory 
(This is not that DANGEROUS 11 sector/track formater!) , 
|. *MGSHADOW.ARC - Magic Shadow - the full disk compression — - 
program. Stores whole disk (most forrnats) into 
3 one file for tight backups : 
*SEEKRATE.ARC - A complete series of files to = the ST to slower. 
ie type drives. Do desktop file transfer to 5 1/4 
ives . 7 | 


et 





“ARC.TTP - The “STANDARD* for file compression/decompression 
ARCSHLIGPRG ~NEW GEMinterfacetoARC.TTP 


(February 1988 STUN ___ Page ttf 





The largest software selection 
for the Atari ST in the State 
If you haven’t been in to see us 
_~ ask a friend about what you are missing. 


a Lloyd’s Computers 
C-55 University Mall 
Orem, Utah 84058 
(801) 225-5751 
Mon. - Fri. 10 Am to9 Pm 
_ Sat. 10 Am to ? EM 











3724 Kentucky Drive (Box 333) 
West Jordan, Utah 84084 






| Competitive Pricing for all services. 
si System Upgrades and Modifications 









Memory Upgrades | 






‘Double Sided Disk Drives | 
Single Drive $249 Post Paid — 
Double Drive $449 Post Paid 


ee Drive now (has mn chain n connector eee crive, 5 | 










| ATARI SERVICE SPECIALISTS | |. 


| One Meg ° Two point five Meg * Four Meg . af 

















THIS 1 YOUR LAST ISSUE 
ee ee | 
PLEASE RENEW YOUR MEMBERSHIP TO | 
TINUE RECEIVING THIS] 
PUBLICATION. THANK YOU. 





